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ABOUT EVERYBODY GAMING
Everybody Games began as the blog of Alexander

Augunas in January 2014 under the name Everyman
Gaming, where he wrote about Pathfinder Roleplaying
Game tips, tricks, and techniques for both players
and GMs. In May of 2014, Alex began talks with the
Know Direction Network about bringing his blog to
their site under the name Guidance. At the same
time, Alex transformed Everyman Gaming into
the company it is today so he could begin self-
publishing his works. In 2016, he teamed up with

Rogue Genius Games to release Ultimate Occult and
has remained with them since. In 2019, the company’s
name changed to Everybody Games in order to reflect
our mission to get everyone gaming.

Want to check out a full listing of Everybody Games’
products and stay up-to-date with Everybody Games’
announcements? Visit http://www.everybodygames.

net!

You can also follow Everybody Games on Facebook at
https://www.facebook.com/ttrpgeverybodygames
or on Twitter using our handle, @EBGamesLLC.
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GET EVERYONE GAMING!

Look, we get it. Getting your closest friends and family together for a Tabletop RPG
session is tough. Not only do you need to pick a system that everyone wants to play,
but everybody needs to build characters that work well together, the GM needs to
choose or create a perfect campaign pitch, and to top it all off you gotta find time
where everyone can get together and game. It's not easy! Which is why you need a
publisher who knows how difficult it is to get everybody together and on the same
page. That's why you need Everybody Games.

Welcome to Files for Everybody, a Third-Party Pathfinder Second Edition product
series brought to you by Everybody Games. We know how tough it is to get
everybody together around the table, so we try to provide you exactly the content
you need to keep everybody excited and invested in your Pathfinder Second
Edition campaign. From new classes to class feats, archetypes to skill feats, spells
to rituals, ancestries and monsters, and much more, Everybody Games has what
you need to get everyone gaming!

~ Alexander Augunas

GETTIN’ SICK

The new diseases
presented in this product
are uncommon, meaning
that by default most are
unable for PCs to inflict
upon others unless the
GM says otherwise.
Instead, these diseases
are usually the result

of traveling to remote
regions or exposing
one’s self to regions
where magical radiation
has resulted in deadly,
mutant pathogens.
They're anything but

common colds!

Publisher & Crunchmaster of Everybody Games

WE'RE MAKING 4

A NEW TABLETOP RPG GAME

Set in a world suddenly thrust into the digital age
following a dimension-rending calamity, Eversaga is a
modern fantasy roleplaying game, where cars
navigate winding roads while dragons soar overhead.
Factories powered by arcane lightning mass produce
every commodity and buildings of impossible size
stretch high into the sky while reaching deep into
other planes of existence. Grab your sword and
ready your favorite spells as your character attempts
to navigate a world of endless innovation and
wonder, the world of the Eversaga Roleplaying Game!

(1
POWERED BY PATREON

http://www.everybodygames.net/eversaga-rpg
http://patreon.com/eversaga-rpg




DISEASES

In a world where the impossible is possible and magic is a reality, it comes as no surprise

that all manner of bizarre pathogens plague the land. While uncommon by comparison to

more mundane aliments like tuberculosis, influenza, or the common cold, these diseases

are no less deadly For being rare. In Fact, their virology is often so bizarre and upsetting

that it's relatively common For victims of these strange and supernatural afflictions to
be pronounced death on the spot, doomed by the powers that be.

BotaNicAL BLIGHT Disease 13

| Uncommon | Diseast | Macicar | TransmutaTion

A virulent pathogen systemically converts a living
victim’'s biomass into common plantlife.

Saving Throw DC 30 Fortitude; Onset 1 day; Stage
1 clumsy 1 and -10 feet to all your Speeds (1 day);
Stage 2 clumsy 2 and -15 feet to all your Speeds (1
day); Stage 3 clumsy 3, —20 feet to all your Speeds,
and flat-footed (1 day); Stage 4 as stage 3; Stage 5
transformed into a common plant of approximately
the same size that's native to the place where the
victim was born for an unlimited duration. This is a
transmutation effect with an unlimited duration that
can only be reversed by 10th-level spells such as alter
reality, miracle, or wish.

MELTING DEATH Diseask 15

| Uncommon | Diseast | Macicar | Transmutation

This vile plague ravages its victim's body, causing their
physical form to melt into a puddle of fleshy slurry.

Saving Throw DC 32 Fortitude; Onset 1 day; Stage
1 clumsy 2 (1 day); Stage 2 clumsy 2 (1 day). While
clumsy 2 or higher, whenever the victim uses a
manipulate or move action, they must succeed at a
DC 11 flat check or the action is disrupted as their
flesh sloughs off from their bones. Stage 3 clumsy
2 (1 day). While clumsy 2 or higher, whenever the
victim uses an attack, concentrate, manipulate,
or move action, they must succeed at a DC 13 flat
check or the action is disrupted as their flesh sloughs
off from their bones. If the triggering action was an
attack or manipulate action, the victim drops one
random item they were holding on a critical failure.
If the triggering action was a move action, the victim
falls prone on a critical failure. Stage 4 as stage 3.
Stage 5 death.

MINDREAVER'S MALEDICTION DiseAase 20

| Uncommon | Disease | Magicar | Mentar
This magically engineered contagion overwhelms
mortal minds, enthralling the masses.

Saving Throw DC 30 Fortitude; Onset 1 day; Stage 1

sickened 2 (1 day); Stage 2 sickened 2 and stupefied
2; Stage 3 fascinated, sickened 2, stupefied 2 (1
day). The victim is fascinated with all sensations
they experience, such as sight, sound, and tactile
pressure. As an action, they can attempt a Will
save against the disease’s save DC to suppress the
fascinated condition for 1 minute; Stage 4 as stage
3; Stage 5 controlled by a malevolent alien will
from beyond the stars for an unlimited duration,
becoming an NPC under the GM'’s control for as
long as you remain infected. This entity can control
the victim from any distance as long as they remain
on the same plane as it, and they cannot resist any
commands that the entity gives them, even if they
are against their nature .

MORTASHEEN DiseAse 15

[ Uncommon | Disease | Fev | Macicad | Transmutarion

Engineered by fey pathologists, this horrific disease

transforms mortals into twisted forms.

Saving Throw DC 20 Fortitude; Onset 1 day; Stage

1 clumsy 1 and sickened 1 (1 day); Stage 2 clumsy
2 and sickened 2 (1 day); Stage 3 clumsy 2 and
sickened 2 (1 day). While clumsy, the victim's
appearance changes so that they appear to have
physical traits that are evocative of another creature
of the same type; Stage 4 clumsy 2 and sickened 2 (1
day). While clumsy, the victim's appearance changes
to resemble that of another creature of the same
type, as disguise self with an unlimited duration and
the transmutation trait instead of the illusion trait;
Stage 5 death (1 day), then forcibly resurrected as
another creature of the same type, as reincarnate.

SAPIENCE Pox Diseaste 14
| Uncommon | Disease | Macicat | Menta

Ravaging the very mind of its victims, sapience pox
diminishes its victim's cognitive functions.

Saving Throw DC 31 Fortitude; Onset 1 day; Stage 1
stupefied 2 (1 day); Stage 2 stupefied 3 (1 day); Stage




3 stupefied 4 (1 day); Stage 4 stupefied 4 and the
victim can't cast spells, use concentrate actions, or
use any actions that require mental facilities (1 day);
Stage 5 affected as though it had critically failed a
saving throw against feeblemind; Stage 6 death

SHAPESHIFTER'S Pox DiseASE 4

| Uncommon | Disease | Magicar |

Adeadly respiratory disease, shapeshifter’s pox causes
shapechanging creatures to lose control of their
shapechanging.

Saving Throw DC 20 Fortitude; Onset 1 day; Stage
1 enfeebled 1 (1 day). While enfeebled, the victim
must succeed at a DC 11 secret flat check or become
sickened 1 (sickened 2 on a critical failure); Stage
2 enfeebled 2 (1 day). Every 30 minutes that the
victim is enfeebled, they must succeed at a DC 11
secret flat check or become sickened 1 (sickened 2
on a critical failure). If the victim Retches while using
Change Shape, the disease attempts to counteract
the Change Shape (counteract +12, DC equals the
target’'s Deception DC); Stage 3 enfeebled 2 (1
day). Every 10 minutes that the victim is enfeebled,
they must succeed at a DC 11 secret flat check or
become sickened 2 (sickened 4 on a critical failure).
If the victim Retches while using Change Shape, the
disease attempts to counteract the Change Shape
(counteract +14, DC equals the target’s Deception
DC); Stage 4 as stage 3; Stage 5 death

SHRINKING SHIVERS DiseAse 18

| Uncommon | Disease |

As this dreadful disease’s name implies, victims of the
sweats start to sweat uncontrollably.

Saving Throw DC 38 Fortitude; Onset 1 day; Stage 1
sickened 1 (1 day); Stage 2 enfeebled 1 and sickened
2 (1 day). While enfeebled, reduce the victim’s size by
one size (Medium to Small). This reduces the victim’s
space and reach by 5 feet (minimum 0 feet); Stage 3
enfeebled 2 and sickened 2 (1 day). While enfeebled,
reduce the victim’'s size by two sizes (Medium or
smaller to Tiny). This reduces the victim's space and
reach by 10 feet (minimum O feet); enfeebled 2 and
sickened 2 (1 day); Stage 4 enfeebled 3 and sickened
2 (1 day). While enfeebled, reduce the victim’s size
by three sizes (Large or smaller to Tiny). This reduces
the victim's space and reach by 10 feet (minimum 0
feet); Stage 5 enfeebled 4 and sickened 2 (1 day).
While enfeebled, reduce the victim's size by four
sizes (Huge or smaller to Tiny). This reduces the
victim’s space and reach by 10 feet.

THE SWEATS Disease 10

As this dreadful disease’s name implies, victims of the
sweats start to sweat uncontrollably.

Saving Throw DC 28 Fortitude; Onset 1 day; Stage
1 sickened 2 and every 8 hours gone without
drinking water counts as 1 day without water when
determining thirst; Stage 2 sickened 2 and every hour
gone without drinking water counts as 1 day without
water when determining thirst; Stage 3 sickened 3
and every 30 minutes gone without drinking water
counts as 1 day without water when determining
thirst; Stage 4 sickened 4 and every 30 minutes gone
without drinking water counts as 3 days without
water when determining thirst; Stage 5 death

TAINTED BLOOD Diseask 11

UNCOMMON MM NECROMANCY

Highly contagious, this supernatural plague animates
the victim’s blood, willing it to force itself free from
the victim’'s body.

Saving Throw DC 29 Fortitude; Onset 1 day; Stage
1 The first time each round that the victim uses an
action or whenever the target uses an activity, they
must succeed at a DC 11 flat check or take 1d4
persistent bleed damage; Stage 2 drained 1, and the
first time each round that the victim uses an action
or whenever the target uses an activity, they must
succeed ata DC 12 flat check or take 1d6 persistent
bleed damage; Stage 3 drained 2, and the first time
each round that the victim uses an action or whenever
the target uses an activity, they must succeed ata DC
13 flat check or take 1d8 persistent bleed damage;
Stage 4 drained 3, and the first time each round
that the victim uses an action or whenever they use
an activity, they must succeed at a DC 14 flat check
or take 2d8 persistent bleed damage and become
doomed 1 while bleeding; Stage 5 death

ZooBoNic PLAGUE DiseAse 15

| Uncommon | Disease | Macicat | TransmutaTion

Hailing from the darkest reaches of space, this rare
disease of unknown origin transforms ordinary
sapients into common animals.

Saving Throw DC 20 Fortitude; Onset 1 day; Stage 1
clumsy 1 andstupefied 1 (1 day); Stage 2 clumsy 2 and
stupefied 2 (1 day); Stage 3 clumsy 2 and stupefied
2 (1 day), and the victim is affected for an unlimited
duration as though they had succeeded at a saving
throw against baleful polymorph; Stage 4 clumsy 2
and stupefied 2 (1 day), and the victim is affected
for an unlimited duration as though they had failed
at a saving throw against baleful polymorph; Stage 5
the victim is affected for an unlimited duration as
though they had critically failed at a saving throw
against baleful polymorph.
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OPEN GAME LICENSE VERSION 1.0A
The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)"Contributors” means the copyright and/
or trademark owners who have contributed Open Game Content;
(b)"Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in which
an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)"Open Game Content” means the
game mechanic and includes the methods, procedures, processes and
routines to the extent such content does not embody the Product
Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product line names,
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Custom-tailor your perfect Pathfinder Second
Edition experience with Files for Everybody, a 2E
compatible product line for Pathfinder by
Everybody Games. Whether you're looking for
evocative ancestries, brand-new classes, unique
skill feats, inspired spells, or innovative new rules
systems, Files For Everybody promises to have
something for everybody!
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NOW AVAILABLE

http://www.everybodygames.net/files-for-everybody

logos and identifying marks including trade dress; artifacts; creatures
heros; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual
or audio representations; names and descriptions of heros, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified
as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (F) “Trademark” means the
logos, names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products contributed

noow

to the Open Game License by the Contributor (g) “Use”, “Used” or
“Using” means to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open Game Content. (h)
“You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that

contains a notice indicating that the Open Game Content may only be




Used under and in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this License
to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7.Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element
of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any authorized
version of this License to copy, modify and distribute any Open Game
Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach within
30 days of becoming aware of the breach. All sublicenses shall survive
the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent

necessary to make it enforceable.
15. COPYRIGHT NOTICE
Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.

System Reference Document © 2000, Wizards of the Coast, Inc,;
Authors: Jonathan Tweet, Monte Cook, and Skip Williams, based on
material by E. Gary Gygax and Dave Arneson.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo
Inc.; Designers: Logan Bonner, Jason Bulmahn, Stephen Radney-
MacFarland, and Mark Seifter.

Files for Everybody: Uncommon Diseases © 2020, Everybody
Games.; Designers: Alexander Augunas

NEXT TIME!

In Issue 22 of Everybody Games's Files for Everybody,
Scoundrel Options! Goddess-Tier author Sasha Hall
provides you with a slew of new archetype feats for
many of the Advanced Player’s Guide's most popular
scoundrel archetypes. Assassins, loremasters,
poisoners, and more get their due in the next
installment of Files for Everybody!

GET EVERYBODY GAMING WITH
EVERYBODY GAMES!
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